“A great next-generation RPG that continues
the series...sure to be a classic!”
—PSE2 Magazine

... - = Detailed walkthrough with maps,
\ character bios and guides to
dialogue!

= Expert tips for battles, bosses,
arenas and leveling up!

= Gomplete listings of spells, items,
shops, areas and enemies!

= Secret characters, locations and
items revealed!

e

To purchase BradyGames’ Arc the Lad: Twilight of the
Spirits™ Official Strategy Guide, visit your local electronics,
“book, or software retailer. Also available online at
‘www.bradygames.com.

LAY SUART ~ PLAY B8

To Order By Phone Call:

d P (916) 989-0171 or
(800) 428-5331

/ [N ‘
(e el

TOILIGHT OF THE /MRty |/ ..



7 ]7’111*”]"'111"’7117']1]7_11]7—”]7_1]177117"1]17'1117

U

J

I/ /NN 3/

|
d

/33N 0/

44

A BEVAREVARREVAR VAR VAR RN VAN R VAR N E VAR RV

WARNING |::

{ | Do not connect your PlayStation*2 console to a projection TV without frst consulting the user manual for
| | your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

| | USE OF UNAUTHORIZED PRODUCT:

( used in the controller ports or MEMORY GARD slots.

WARNING: READ BEFORE USING YOUR PLAYSTATION*2 COMPUTER ENTERTAINMENT SYSTEM.
A very small percentage of individuals may experience epileptic seizures when exposed to certain light
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while
playing video games, including games played on the PlayStation“2 console, may induce an epileptic
seizure in these individuals. Certain conditions may induce previously undetected epileptic symptoms
£ven in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has
an epileptic condition, consult your physician prior to playing. If you experience any of the following
symptoms while playing a video game—dizziness, altered vision, eye or muscle twitches, loss of aware-
ness, disorientation, any involuntary movement, or convulsions—IMMEDIATELY discontinue use and
consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

The use of software or peripherals not authorized by Sony Computer Entertainment America may
damage your console and/or invalidate your warranty. Only official or licensed peripherals should be

HANDLING YOUR PLAYSTATION™2 FORMAT DISC:
< This disc is intended for use only with PlayStation®2 consoles with the NTSG U/C designation.
< Do not bend it; crush it or submerge it in liguids.
« Do ot leave it in direct Sunlight or near a radiator or other Source of heat
« Be sure to take an occasional rest break during extended play.
« Keep this compact disc clean. Always hold the disc by the edg
when not in use. Clean the disc with a lint-free, soft, dry cloth,
outer edge. Never use solvents or abrasive cleaners,

ARC THE LAD: TWILIGHT OF THE SPIRI
Consumer Service/Technical Support

Call this number for technical support, installation or ger
and its peripherals. Representatives are available Monday
TAM-6:30PM Pacific Standard Time. :

Game Hint Guide Information
PlayStation Underground Game Guides
For free hints and tips visit us at www.us.playstati
Sign up and become a member of the PlayStation
moves for games produced by Sony Computer Entel
Consumer Service/Technical Support Ling.

kgmn it in s protective case

==| LIMITED WARRANTY

Sony Computer Entertainment America (SCEA) warrants to the original purchaser of this
SCEA product that this software is free from defects in material and workmanship of a
period of ninety (30) days from the original date of purchase. SGEA agrees for a peri-
od of ninety (30) days either repair or replace, at its option, the SCEA product. You must
call 1-800-345-7669 to receive instructions to obtain repair/replacement services.

This warranty shall not be applicable and shall be void if the defect in the SCEA prod-
uct has arisen through abuse, unreasonable use, mistreatment or neglect. THIS
WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTA-
TIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY
IMPLIED WARRANTIES APPLIGABLE TO THIS SOFTWARE PRODUCT, INGLUDING WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
LIMITED TO THE NINETY (30) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL
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SCEA BE LIABLE FOR INGIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM N

POSSESSION, USE OR MALFUNGTION OF THE SCEA SOFTWARE PRODUCT. \
Some states do not allow limitations as to how long an implied warranty lasts and/or :

gxclusions or limitations of consequential damages, so the above limitations and/or N

exclusions of liability may not apply to you. This warranty gives you specific legal rights, \
and you may also have other rights which vary from state to state. :

X

S

.E

£

E

5

I NN SIS
N N \ N :

FasmeNEl = N
C C C = C &

C C




CREDITS |=:

Daikichi Watanabe
Yuko Mukaiyama

- SPECIAL THANKS

Ryoji Akagawa

Fumiatsu Nagano

Kazuhito Miyeki

Masatsuka Saeki
Tomikazu Kirita

Sony
Computer
Entertainment
America

PRODUCT

Associate Producer
Shawn Torin Rettig
Producer

Seth Luisi

Director of Product
Development

Gonnie Booth

DEVELOPMENT

Product

Vice President of

Development

Shuhei Yoshida
0A Director

Michael Blackledge

Senior QA Manager
Ritchard Markelz

Core Test
Managers

ERSERENN m\ AN 1IN
2N N

/

AN

_

Lucia Ishii
Clare Saracine
Ben Wood

Music

Nora Stevens Heath

Recording of “There
Must Be a Soul” by

Scorpio Sound,

LLG.

English Lyrics for “There
Must Be a Soul” by Mike
Reagan. “There Must Be

a Soul" performed by

Holly Paimer.

Product
~John Kallnr

M\ 1\
/

g

MARKETING

Marketing Manager

Point of Purchase
Manager

Josh Bingham
Promotions
Janeen Anderson
Donna Armentor
Mary Thomas
Public Relations
Patrick Seybold
Alyssa Casella
Legal and
Business Affairs
Shelly Gayner

Jim Williams

Kirsten Costello
Manual
Copywriting
Hanshaw Ink & Image
Package and
Manual Design
Origin Studios, Inc. SLC

We would fike to thank

-~ gach individual at Sony

America for their contr-

=z| CONTENTS =

Li.

m Setting Up Your m Resource Menus 23 =

PIayStatmn 2 System 2 The Skills Menu 23 <

Memory Card. 2 The Items Menu 24 =

m Controller Diagram 3 Equip Menu for Weapons 3

= Controls 4 Parts and Accessories 26 \
Menus 4  m Health States and Healing 28 =

m War of the Spirit Stones 5 Healers and Rest Areas 2 >

m The Main Menu 7 Healing Items 28 =
New o 7 Cures for Abnormal Status 28 :

Continue 7  m Spirit Stones 29 =
Options 7 Spirit Stones for Magic e

S Plaviny the Game 8 and Special Moves 29 / \

: Pick Up Spirit Stones

E:;"Zg I Foonle g During Battle 29 :

Aoquiring ltems g = Dealing with Merchants 30 =

Tratel g Buying ltems 30 =

m Character Status 1 Selll?g fiems > . =

= Saving And Loading ]

L ?:m:a’t 15 Game Data 32 E

Pr:p a:’::ﬂl:fBgig;e - Saving Your Progress 32 e

on the Battle Members’ Menu 15 Loading a Saved Game 33 3

The Battle Screen 15 m Credits 34 =

Attacking 18 Voice-Over Cast 34 N

Sony Computer =

g?:ng::gi\thf::; 2 ;g Entertainment Japan 34 :

Advanced Attack 21 Catlle Cal Inc. 3 s

' 22 Sony Computer E

e Elemental Forces in Battle 22 Entertainment America 36 N

ssion Accomplished 22 =

2 ot e

[AEANHEIAN ]IH\ IINCITINC ITINCEEN 1N DN IH\WIH\ 1IN\ {ll\ Hl\jll]\ lﬂ\_{ﬂ\ 1IN\

C

Billes @l

/

C C C €



3/N33/ N30 /°403 /33 /)

A

SETTING UP vour Puavstanon'2 SYSTEM  |mal

ERVARRVERRV R BRI BB VAR KN VAR R VAR R VAR N VAR VR VAR BB VgV

MEMORY CARD slot 2

MEMORY GARD snt | dist tray
: iz = RESET button
+ £S } %
v - ’ L (OPEN) button
3

- ksel'u:p your | FIa'yStallan““z computer entertainment system according to the instruc-
tions in the manua| Maka sure ﬂm MAIH POWER swm:h (Incamd in mn back of the

OPEN button again and the diéc ﬁay-vw
peripherals, as appropriate. Follow 0
for information on using the softwar

MEMORY CARD (8MB)(fo
To save game settings and prog
into MEMORY GARD slot 1 or MEMORY
entertainment system. You can loa
Memory Card (8MB)(for PlayStation®
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| au|CONTROLLER DIAGRAM

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

12 button R2 button
L1 button R1 button
directional —— eS| o
buttons

/\ button
Ieft analog stick
(L3 button when pushed down) O i
SELECT button X hutton
ANALOG mode switch button
START button =
right analog stick
(R3 button when pushed down)
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CONTROLLER DIAGRAM |zz|

LI/

CONTROLS

Note: The controls below use the left analog stick. The directional buttons can be used in place of the left
analog stick.

MENUS

Display command menus @ hutton
Highlight menu items left analog stick
Select menu item left analog stick + €9 button
Previous screen @© button

 Close menu @ tutton
selenl uh‘araulers on Itamlsms menus o bution

' 'icharacter MovementlBattle Controls

: left analog stick

,Walk Ietl analun stick halfiway or left analog stick + @ button
Pick up Items during batle ‘ 9 button
Switch targeted enemy during batlle @ hutton, then and huttons

Aim weapon during battle ~ AGEM button (hold) + left analog stick

Normal attack € button or EXKHW button (hold) + €9 bution

Talk
Start conversation
Advance dialogue text
Select response

JJ_/g“\IJJ/*‘UJ/ W3R8 25372803 403 /433 /04337133 73103/ 413 700007
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}SA\IING AND LOADING GAME DATA
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LOADING A SAVED GAME

To load a saved game:

1. Highlight GONTINUE on the Main Menu and press
the 629 button.

2. Highlight the MEMORY CARD slot containing the
Memory Card (8MB) (for PlayStation®2) with the
saved game you want and press the €3 button,

3. Highlight the data file for the saved game you want and press the € button. The
on-screen saved game information will include your party’s last location, current

number of allies, the LV of the primary character and total play time.
4, Highlight YES and press the €3 button to continue playing.
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SAVING AND LOADING GAME DATA |:: ___ Jua|/WAR OF THE SPIRIT STONES

Are the Lad; Twilight of the Spirits data can be saved and loaded using either
MEMORY GARD slot.

[
"~ SAVING YOUR PROGRESS
-~ There are two ways to save game progress. You can find a Save Ilcon located in the
B OF Save when prompted,
SAVE ICONS
Save your progress by finding a Save Icon.
. Walk up to a Save Icon and press the €29 button,

C haos and suffering are close
on the horizon. . .and powerful
spirits are about to play their hand!

T L T T T ST TR

For countless generations, Humans and Deimos
have relied upon one natural resource—Spirit
Stones. Both races mine the gems from sites around the world. To the Humans, the

il 7

\\.V
SIE

| When prompted to “Save Progress So Far?” highlight Stones are an energy source supplying warmth, light and mechanical power. To the \
YES and press the €9 button. Deimos, Spirit Stones are the vital force empowering their magical abilities. [ E
2.' Hmhliaht the MEMORY CARD slot containing the £

Aside from Spirit Stones, the Humans and =
Deimos have almost nothing in common. =
Genturies ago both races decided to ignore the =
other’s existence. Now each culture inhabits a =
different part of the world. On those rare
,,,,, occasions when Humans and Deimos clash, =
control of Spirit Stones is the reason. c
5
To both Humans and Deimos, the most powerful treasures in the world are the five \
P one-of-a-kind Great Spirit Stones, each representing one of the elemental powers =
v - of Water, Fire, Earth, Wind and Light. If one being—Human or Deimos—were to —
A possess all five stones, he would wield limitless power. =
[Seiect NEWORY CARD stot. - i N

_ is moment, a Human army is sweeping across the globe in an attempt fo
apture all five of these treasures and enslave every other being on the planet,
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WAR OF THE SPIRIT STONES [z==|

But the Spirits inhabiting the Great Spirit Stones will
not let the future be decided so swiftly. Instead, they
will place the fate of hoth races in the hands of two
young warriors. One, named Kharg, lives a princely
existence in the Human world. The other, Darc, is a
lowly slave in the harsh Deimos civilization. He has suffered great hardship and
 carries a troubled heart. Each has sworn to defend his own world, and neither
knows the other exists. Both these brave souls are unaware of the incredible
powers they might soon possess.

Join the two fm warriors as they cary out a solemn oath to defond their
ivilizations. Prepare your weapons, focus your magical powers and surround
yourself with powerful allies.

It is time to batte e imruﬂinu darkness.
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- s |DEAI.ING WITH MEHGHANTS

4, Highlight the Item you want to buy and press the €29 button to highlight
PURGHASE. Use the left analog stick or directional button 4 / & to select
the quantity of the selected Item. As you change the quantity, the total cost
of the transaction is automatically adjusted.
5. Press the €29 button to close the deal. The total cost is subtracted from your gold
account. Press the @ button to close the screen.
Important; Notice that the status for each character appears at the top right of the
menu when you are shopping for Weapon Parts or Accessories. As you scroll to each
object, its effect on your stats is displayed. A green number next to a stat indicates
an increase in performance if you use the highlighted Item. A red number indicates
reduced performance for that stat. Use this to help you buy Weapon Parts or
Accessories that enhance specific performance stats for that character.
See “Character Status” on page 11.

SELLING ITEMS

1. Walk up to a merchant and press the €9 button to start dealing.

2. When the store options appear, select SELL ITEMS and press the €9 button.

3. Press the IESEHN/MGXIM button to scroll to the ally (or party lems list) where
the ltem you want to sell resides.

4, Hightight the ltem you want to sell and press the €39 button to highlight SELL
Use the left analog stick or directional button 4 I‘ to select the quantity of
the selected Item. As you change the quantity, the total cost of the transaction is

automatically adjusted. Press the €9 button to make the sale. The total is

atded to your gold account. Press the (® button to close the screen.
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DEALING WITH MERCHANTS |zz]

==| THE MAIN MENU

Almost anything yuu could want is for sale if you find the right merchant and have
& enough gold. Win gold by defeating enemies who may drop

« o

Press the START button at the title screen to display the Main Menu. Use the left analog
stick or directional button 4 /& 1o highlight an option and press the €39 button.

(for PlayStation®2).

— Character button.

- Highlighteg Item

1. Select a MEMORY GARD slot and press the €9 button | 4 o
t0 display saved Arc dhe Lad: Tuilight of the Spiits™ {c"ﬂ@ The l&@@‘>_
games on the selected Memory Card (8MB) \E HIC i/

gold when they fall in battle. .|
NEW GAME
BUYING ITEMS Play from the beginning.
1. Walk up to a merchant and press the 639 button to ||
 start dealing. CONTINUE
options appear, select the one you want and press the €39 button Load a saved game file. \

2. Select the data you want to load and press the €9 e s

3. Select YES when prompted to play the selected game.

|
M Stone Coating
B Amethyst Coating

umber you already have OPTIONS

B3 Thorn of Revenge

3. You can make purchas . controller ON/OFF.

what you want to buy. Press the (RG] 1 'MESSAGE SPEED
character who will receive th E

| Turn the vibration function on the DUALSHOCK*2

t game message speed to NORMAL, FAST or SLOW.

i the in-game battle voices ON/OFF.

Use the left analog stick or directional bution 4 /< to highlight an option and

i bl b <=/m) 1) change a setting.
P::r;:haae 1 SUUND
1 t 10 f
_- Tgl":l" ffy 120 6 — [EEEE———gs v 1 Select STEREO or MONO depending on your sound system.
}“ o;(lng slightly strengthens weapon ﬁ = ‘ W“Bﬂ‘"ﬂ"

iTE

[ chanie Soundvetiiags: |
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PLAYING THE GAME | ::

2T 1

lhs world.

Travel the world on a quest to save the Human and Deimos races. Powers beyond
your comprehension will reveal themselves as you fight to discover the true nature of

TAI.KING TO PEOPLE

The most important part of exploration is talking. The

L ﬁ‘ 2 more you talk to people, the more you will learn about

; your world, its past and present. To talk to someone, walk
up to them and press the 9 button. Press the €29 bution
| to progess through dialogue screens. When presented with
E response options, select how you want to respond to
someone and press the €9 buton.

LB BRVAREVARR VAR REVAR RV VIV B VAR N VAR MR VAN NS VAR DRV

several allies or one character. If
is over. See “Combat” on page 1

C

fwilt encounter both Humans and Deimos who you
will llave m lmm:as they anempt to stop you from
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== SPIRIT STONES
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Spirit Stones contain powers essential o all beings. To the Deimos, they bring magical
powers. To Humans, they are a source of energy.

SPIRIT STONES FOR MAGIC AND SPECIAL MOVES

Spirit Stones are essential to spell casting. Each time a character uses Magic or

Special Moves his or her supply of Spirit Stones is reduced.

« You can see how many Spirit Stones any spell or Special Move will take by looking
at the number listed with it on a menu.

« Spirit Stones may be held by individual characters or the whole party.

« Spirit Stones held by individuals can be accessed by selecting ITEMS for the high-
lighted character and selecting SPIRIT STONES.

» Spirit Stones held in common can be accessed by selecting PARTY ITEMS on the

Main Resource Menu.
WNote; Spirit Stones in Party ltems cannot be used until they have been allocated 1o a character. Only Spirit
Stones in a character’s inventory can be used for Special Moves and Magic.

=

PICK UP SPIRIT STONES DURING BATTLE

When you defeat an enemy, it may drop Spirit Stones or Items. Walk over them
and press the €39 button, What you have retrieved will appear on-screen briefly.
Make sure to pick up Spirit Stones and ltems before you defeat the final enemy
or you will lose them.

/
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HEALTH STATES AND HEALING |z=|

Members of your party must rejuvenate their HP during or after battle. Poisons and
cenain spells damage the health of your characters without lowering HP.

HEAI.ERS ANI] REST AREAS
« Healers can return full health to your whole party for
a small fee. Healers hang around in cities and villages.
You must strike up a conversation with one of them
and select YES if you want fo be healed. The cost is
automatically deducted from your gold account,
« |f you encounter a rest area select YES when prompted
to return your party to full health.

You can buy healing Hems or win them during batte. Healing hems wil recover HP
for one or more characters.

Down). The character may slnw own
will get well over time but sometimes
sold in shops and found in the field to nate

ACQUIRING ITEMS

You need many Items to complete your quest. ltems are

weapons, healing potions, gold and other things of value.

They can be bought, received as gifts or won in battle.

« Pick up Items on the battlefield. Walk up to an lem
with the active character. When the word ITEM appears,

press the €29 button. The Htems you picked up will then be listed on-screen.
Note: After picking up ltems, your character can no longer move, but can attack using Magic, Special
Moves or ltems from that position.

« You can purchase Items from merchants using gold taken from your enemies.

TRAVEL

THE WORLD MAP
Use the World Map to move to new destinations which will [
become more numerous as the story progresses.

« To open the World Map, move to the boundary of your
current location, When you are asked if you want to “60 | 5
OUTSIDE?” select YES. &\

« Use the left analog stick or directional button <= /mep 3
or ‘[/‘ to move the cursor over the World Map to your next destlnatmn and
press the €39 button to begin your journey.

< Each time a destination is mentioned during conversations, it will appear in green
in the dialogue box. The next time you open the World Map, that new destination
will be available.

< You might be able to skip over some destinations, but may be forced into combat

as you pass through some areas.
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PLAYING THE GAME | ::
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==| RESOURCE MENUS

« Not all Weapon Parts or Accessories can be used by all characters. If you want
to see which characters can use a Weapon Part or Accessory, select PARTY ITEMS
and then either WEAPON PARTS or ACGESSORIES. As you scroll through the list an
icon representing characters who can use the highlighted object will appear at
the bottom of the screen.

Note: Weapon Parts and Accessories ¢an be purchased from merchants who deal in arms.

EQUIPPING WEAPON PARTS OR AGCESSORIES

To install a Weapon Part or Accessory in a slot:

1. Highlight one of your characters, press the €3 button
to display the Menus and select EQUIP.

2. With the WEAPON PARTS tab selected, use the left
analog stick o directional bution 4 /¥ to highlight
one of the three Slots and press the €9 button to dis-
play the Weapon Parts list.

3. Highlight the object on the list and note the change in
status, its use will have on your character’s performance.
A green number next to a stat indicates an increase
in performance if you use the highlighted Item. A red
number indicates reduced performance for that stat.

4, Press the €9 button to install the highlighted Weapon
Part or Accessory in the slot.
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RESOURCE MENUS |:: 22| CHARACTER STATUS

1, Press the @ hutton to open the menus. Select a character.
2. Highlight ITEMS and press the €39 button.

3. Highlight SPIRIT STONES and press the €9 button.

4. Highlight one of the following and press the &9 hutton:

It is important to know the e

status of each character in LV 3 Kharg
* 70/ 70 & 2/8
your party. The Status sereen | 5 e 106,106 ||

can tell you the battle readi- | ExP 140
z NEXT LEVEL 115
ness of each ally, his or her | ¢rass g

Al AV idd e (a1

et

Divide Spirit Stones—Use this to give Spirit Stones to a powers, what type of liems 2%—1 2759—“655—'75%”—‘%%
ifferent character. Use the left analog stick or directional they are carrying and his or | SPD 28 HIT 28/Av0 131 7 2
button 4 /& o select the character who is to receive her Elemental Defense statis. | you s i 2 e £
the stones and press the €39 button. Use the left analog To view the sta.tus OT any %_E"EPJ(;% DEFS”E.:E ) : ‘ y :
stick or directional button fl‘ to select the number of one of your allies, highlight .Z O o8& o . " D
‘stnnesyuu want given to the r.harat:ter and press the €9 STATUS from a menu and e /’ \

ress the €9 button. Press the IS/ BEXM bution to cycle through the status
screen for each party member.

TONES” on th men.
5~Use the It analog tic or tirecional buton /30

7

Jrrei

LV (LEVEL)

This is the Level of experience attained by the character based on combat victories.

SPIRIT STONE TOTAL

i foc This displays the current Spirit Stones and current maximum possible for this character.

Spirt Stone fmits. s : Spirit Stones are vital to spell casting and some weapon attacks. You can pick up Spirit

g e —— : 4 Stones from fallen enemies or buy them from merchants. Also, some ltems in the game
‘E‘ II.I:IE%%EH’ESF“ w can increase a character's maximum Spirit Stones.

ITEM TOTAL

This is the total ltems currently held.

grryigrerigre

weet

Use the Equip Menus to install Weapon
« Slots are provided to install three W

character. =
« Install Weapon Parts to chang
* Some Weapon Parts will draw

a Fire part will draw from the
+ Accessories enhance a character’
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CHARACTER STATUS |::

~ Class is a character's Magic or Special Move skill level and is rated by Stars.

HP (HIT POINTS)

Hit Points represent how much damage a character or enemy can receive in battle
before he or she is defeated. HP is usually expressed with two numbers; Gurrent Hit
Points remaining/Maximum Hit Points. When the current Hit Points reaches zero, the
combatant is defeated. During battle, the number of HP a combatant has lost to an
attack appears over them. Battle experience will raise the maximum HP for Kharg,
Darc or their allies.

EXP (EXPERIENCE) AND NEXT LEVEL NUMBER

~ EXPs the battle experience in points and is related to the LV of the character.

- The NEXT LEVEL number shows how many experience points are necessary hefore
- the LV of the character is raised.

- CLASS AND NEXT CLASS

Next clasS'is the SP number that must be attained to raise (CLASS UF) the
character’s Class, resulting in an additional Star (ee page 21 for more information).
ATT (ATTACK POWER) :
ATT is a combatant's power of attack.
inflicted with each attack — resulting ir
SPD (SPEED) g
This number determines the order in which char
The higher the number, the more frequently they
CNT (COUNTERATTACK)
CNT is the probability that a character will c
MOV (MOVEMENT)
The higher a character's MOV, the larg
his or her tun to attack (see page

r, the more damage
loss of HP to an enemy.

- Each character has a maximum number of Spirit Stones he or she can hold at one

| Main Resource Menu (@ buton).

LFANLE | SERPASUEEPASERPAREEEA LU UL PAREEEEEPN U UEREE RPN X ER PSR
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==| RESOURCE MENUS

Spirit Stones—Each character must have Spirit Stones to use Magic or Special
Moves. (Character and Party ltems)

Weapon Parts—View Weapon Parts and quantities you have purchased.

(Party ltems Only)

Accessories—View Accessories and quantities you have purchased here.
(Party ltems Only)

Note: You must install Weapon Parts and assign Accessories to each character by selecting EQUIP. See
“Fquip Menu for Weapons Parts and Accessories” on page 26.

Story Items—Story ltems are objects vital to completing your quest and are stored
here when you acquire them. (Party ltems Only)

HANDLING AN ITEM
1. Highlight ITEMS and press the €29 button. With the Items tab highlighted select an

ltem from the list.
Note: Once this menu is displayed you can quickly change the selected character or display Party ltems
by pressing the WK /MGKN futton,

2. Select one of the following options:

Use Item—Use the selected Item. Highlight the character who you want to use the
Item on and press the €39 button.

Give Item—Give the selected ltem to a different character. Highlight the character
who will take possession of the [tem and press the €3 hutton.

Return to Party Items—The lem will move to the Party Items where any
member of the party can take possession of it.

HANDLING SPIRIT STONES
time. View Spirit Stone limits and current totals for each character by opening the
can transfer possession of Spirit Stones from one character to another.

i can divide up Spirit Stones to characters from the Party ltems or ltems menu
eturn them to Party ltems.

orel
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RESOURCE MENUS |:: ==| CHARACTER STATUS
Spell/Move—The name of the spell or move on the skills list. DEF (DEFENSE)
SP Cost/Learned—The cost in SP that you must pay if you choose to acquire a DEF is the power to resist damage during attack. A high DEF rating makes it harder

for the attacker to take HP.

HIT (HIT PERCENTAGE)

HIT is the probability that a character's Standard Attack will hit its mark instead

of missing.

GRD (GUARD)

GRD is the probability that a character will block an enemy’s Standard Attack.
TNS (TENSION METER)

Taking hits enrages your character. The tension meter shows the level of anger

for the character. When the character becomes really mad, the fire aura will appear
around him or her. The character is now likely to launch a dual attack instead of a

skill. When you acquire a skill the word “Learned” appears next to that skill on the
Special Moves Menu.

Spirit Stone Cost Per Use—The number under the Spirit Stone icon is the
number of Spirit Stones subtracted from your total each time you use this skill.

AGQUIRING A SKILL
« Skills listed in green on a character's Magic or Special
2| Skills menu can be acquired and used during battle.

+ ||+ Acquiring a skill costs SP which is eamed with combat
: | victories. When a skill's required P is listed in Red, you
e T g ot have enough SP to acquire the skil.

TSPTT % RLASST(
ed 13

SEneaasT e E e oy ; - single one. If an ally is close by, the enraged character will join together in a dual S
T auqmm”me skil, ighlight it and press the € tuton When prompted to *Acquire attack with the nearby ally, delivering massive damage as a pair. Additionally, if the %

- tis Kil? highigh ¥E8 and press the @ '"m"" The cost wil be sublracted from character with the fire aura performs a Standard Attack, its power will be greater than =

- ,""’ characters SP. normal. The TNS meter will be empty after your character delivers a dual attack. <
THE ITEMS MENU e The Raise Spirits spell raises the TNS of your characters. ;
Hems include ohjects held by each s and s ol 0 comman by te ol MINT (MENTAL) =
group (Party ltems). 3 MNT strengthens the effects of a character's Magic or Special Skills. <

* You can transfer Hems from one nnamr;tor r SP (SPELL CASTING) \

« You can use ltems held by one character o z SP is the ability to cast spells and is earned with victorious combat. Later SP can be z

* You can take tems from the Party ltems m used o pay for the acquisition of new skills including Special Moves and Magic. \—

* You can use Party ltems on any. o AVO (AVOIDANCE)
Note: Some ltem categories are mlbel : E A character with a high AVO is able to avoid attacks more easily.
" : ~ CRI (CRITICAL HIT PERCENTAGE)
| GRI affects the probability that a character will deliver a high damage critical hit
~ when using a Standard Attack.

*

A1 da S A S 14 4

Items—liems include spells, he
Party ltems)




CHARACTER STATUS |::

ELEMENTAL DEFENSES
This is the character's rating for defense against specific elemental forces. All living

is rated highly for defense apainst fire, he or she will better resist attack from an
enemy that draws its power from fire.

| = fir

things draw their power from one of the elemental forces. For example: If a character

L

==| RESOURCE MENUS

Use these menus when not in combat to:
< Acquire skills.

* Equip Weapons Parts or Accessories.
« Divide up Items and Spirit Stones.

You can work from menus of individual characters or

;- Mlﬁ Accowususn
RS
&F{(—m— Fﬁl

through the tabs on the Party ltems Menu.
1. Press the @ button to open the Main Resource Menu.
2. Highlight a character or PARTY ITEMS and press the €29 bution.

THE SKILLS MENU

Once your character has reached a certain Class from
combat experience, he or she earns skills which include
Special Moves and Magic. (Not all characters will have
hoth.) These are used by each character for Advanced
Attacks. You can view the skills for each character on
their respective Skills menus, but to be used in actual

combat they must be acquired.

To view character skills:

1. Select a character and select SKILLS.

2. Select gither the SPEGIAL MOVES or MAGIC tab.

ATT-The Attack rating of the character.

DEF-The Defense rating of the character.
- Class—The character's current class rating of Special Moves and/or Magic.
SP-Total SP which can be used to acquire new skills.
| Spirit Stones—The current/and possible maximum number of Spirit Stones the
- character can carry.

Character—The name of the selected character appears at the top of the menu.
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COMBAT |::

to view the class for a specific spell or Special Move.

BATTLE ALERTS

During battle an alert may appear over an enemy or ally to indicate a change in
status. For example: If you attack an enemy with a spell that decreases his defensive
ability, you will see the words “Defense Down”. If you used something on an ally to
~increase his or her attack powers, you would see the words “Attack Up”. If your

ok misses, you will see the word “Missed”.

HE ELEMENTAL FORCES IN BATTLE
ntal Forces are Fire, Water, Wind, Earth, Light and Dark and every being in
‘based on one or more of these forces. The Elemental Forces exist in

rating of the character.
MISSION ACCOMPLI:

Stand victorious in battle and the Mi
of each member of the team. Any in

1121
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THE RULES OF BATTLE

* Battle is turn based. Your party attacks and/or moves, then the enemy attacks
0r moves.

« Defeat an adversary by attacking until he, she or it vanishes from a loss of HP.

» Each member of your party fights within a blue movement boundary.

* Red houndaries limit the range of both Standard Attacks and Advanced Attacks
(Magic and Special Moves) depending on the chosen attack.

» \ battle is fost and the game is over when all characters in your party fall in combat.

PREPARE FOR BATTLE ON THE BATTLE

MEMBERS’ MENU

Prior to commencing battle you choose who will go into battle. You can enter hattle

with any number of available members.

1. On the Battle Members Menu, highlight the first character you want to use and press
e €29 button to enter his or her icon into the Battle Members roster at the top of
the screen. Repeat for each member you want to use in the upcoming battle.

2. Press the @ button with any of the grayed out character icons highlighted to
display the Battle Start Menu.

* Review the status of each member before selecting
them and give special attention to a character’s HP o
before you send him or her into battle, 7

* Remember that you must have a member standing at
the close of hattle or the game is over.

START (BATTLE)
Select START and select OK when you are ready to take your characters into battle.

| SIT OUT/PARTICIPATE
| Toggle the highlighted character into or out of the impending battle.
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3 SKILLS ADVANCED ATTACK :
: Gheck a character's skill set and acquire new skills if the character has sufficient SP. Use Advanced Attacks to unleash special powers or weapon techniques on an S
S ITEMS enemy. Advanced Attacks require you to open the Battle Menu and select from Magic, h

Special Moves or liems menus for the type of attack you want to use. Gertain Magic,
Special Moves or Items will affect all allies or enemies within the red or yellow
effect boundaries that appear when they are selected.

To use an Advanced Attack:

Use a character’s ltem before or during a battle. Highlight ITEMS and
press the €9 button. See “The Htems Menu” on page 24,

EQUIP
- Install Weapon Parts and assign Accessories to each character. See “Equip Menu For

1JJ7 3d7 NJJ7 dd

: -'Weaﬂuns Parl and Accesstries” on page 25. 1. Select MAGIC, SPEGIAL MOVES or ITEMS depending on the type of attack you I

% want, and select one of the attacks or ltems. Notice how the attack range area :

(red) changes as you highlight different attacks. If an enemy appears within the / :

3 radius you can use the highlighted attack. /
2. Use the left analog stick or directional button to place the target reticle over the :

enemy you want to attack OR press the IR/ button to cycle the reticle el

tem 'anu"‘give*It i'n a specific character.
Note; Party ltems are not accessible during batte,

UPTIONS

to the enemy you want to attack. The Target Icon must appear over the enemy
hefore you can attack. Press the €9 button to atack.
CLASSES AND CLASS UP ¢
Glass is a character's Magic or special move skill level
and is rated by Stars. Each class has a set number of

VICTORY GUNDITI(INS e :
Before you enter battle, the Victory Conditions apy

isied i 3 , Magic Spells or Special Moves a character can perform. . ¢
i LR hame - When a character reaches a specific number of SP with }Z; .
"~ THE BATTLE SBREEN" = hattle experience, he or she will GLASS UP at the close N s

of victorious battle and earn an additional Star. Now more
Magic or Special Moves will appear in the respective

Skills menus for that character.
Note: To be used, these new skills must be acquired. See “Aequiring a

TARGET ICON
Use the left analog stick or directional hlmun
into the effective range of an attack or sp

PR T WP

enemy or member of your party. Th - Skill” on page 24, ' ¢
attack it. Additionally the Target Icon must - » View a character's Class on the Status Screen, Special T2 0
heal them or deliver some other Magi ~ Moves Menu or Magic Menu. ,F "

. Select the Special Moves or Magic Menu for a character

Ry g N T

|1 i




-

117 7017 MZINZ N7 N2z a2 Mz 2 mz FASRLVAXIL | EREARREPAEE AL LA EEENEE UL NI UL EE L LSRR

LL

COMBAT |z: =a| COMBAT

END
End the turn for the current character. Either the next ally will be ready to attack or
the enemy will continue attacking.
EQUIP
~ Install Weapon Parts and assign Accessories to each character. See “Equip Menu for
G Weapuns Parts and Accessories” on page 26.

: o STATUS
A Shnw the status of each character. Press the

4 ISIN/EGEM button to cycle through status for
each character

: CDNBITIUNS

< [epending on the weapon or Magic used, the range of targeting ability varies. An
archer, for example, can target an enemy at a much greater distance than a swords-
man. See “Movement Boundaries and Weapon-Effective Range Boundaries” below.

« You can hit multiple targets with a single attack. If enemies are aligned correctly
and close enough together, Target Icons will appear over multiple enemies.

When the attack is executed, all targeted enemies sustain damage.

e g b P B RS SR

yrey

— Movement Boundary /
- Spirit Stones
Target lcon

PPV ey

MOVEMENT BOUNDARIES AND
WEAPON-EFFECTIVE RANGE BOUNDARIES
~ The attacking member of your party is limited by
boundaries.

lue Movement Boundary — When the biue bound-
s displayed, the character can move freely within that |
oundary, target an enemy and perform a Standard Attack.
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COMBAT |::

To move the character around within the blue boundary, use the left analog stick or
directional buttons <=/==p or 4/ 4.

rof the md bmmdarv uhanuns The character cannnt move freely vmhm a md

I it s not possile for your actve eharacter 1o @

1 Red Effective Range Boundary — The red

boundary appears for STANDARD ATTACKS, MAGIC, ITEMS

: | or SPECIAL MOVES to show you the range of the selected
| action. The boundary changes depending on the action you
4 have highlighted. With the Magic, ltem or Special menu

open, highlight a different ltem and notice how the diame-

ok trnm within 2 boundary, press

the @ hution and select END o stop the

o attack.

ATTA(:KING :
« Stats for the attacking charauter ammar

« Each time any comhatant is in mﬁ she

|
|
|
|
|

LA EEEARERFALL \lll \lll NEEFASELEEL N AN NEEEXELE \lH N

- See ?‘Thék Items Menu” on page 24.

» To quickly size up your enemy’s LV and HP or check the
status of an ally: Press the @ button and use the left
analog stick or directional button to move the reticle over
the enemy you want to know about. You can also press the
or hutton to cycle through all combatants
on the hattlefield.

THE BATTLE MENUS

These are the menus you use during hattle.

» Press the @ button to open the menu prior to atiacking.

» Use the left analog stick or directional button <em/msp
1o toggle between the primary battle menu and secondary
hattle menu,

ATTACK

The active character will deliver his or her Standard Attack. When your active character

has an enemy fargeted, the attack option becomes available. Approach and face an

enemy fo cause the Target Icon to appear and press the 629 button to attack.

PICK UP

Pick up an Item. You can also walk your active character up to an Item until the word

ITEM appears on-screen. Press the €9 button to pick up the Item.

SPECIAL MOVES

Select and execute a special move against an enemy.

MAGIC =
- Deliver a magical attack against an enemy or use curative, defensive and enhancing
-~ Magic on an ally.
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